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A TASTE OF FOLLY. 


EL his free player option is but a bead of 
nourishment to the heroes' feast that is 
Ravings of the Mad Leper, a 79 pages long 
tome chock full of original player options for 
every official class in Dungeons and Dragons 
5th Edition, under the penmanship of 
Leprous Harry. 


How TO USE THIS DOCUMENT 


This player option is meant to be used alongside official 
Dungeons & Dragons 5th Edition's books. Not all of them are 
required. Feature and spell references in this document are 
annotated in the following fashion: 

Player's Handbook P 

Dungeon Master's Guide D 

Monster ManualM 

Xanathar's Guide to Everything X 

Tasha's Cauldron of Everything T 
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DRUID 


The druid class receives 
a new subclass option in this document. 


DRUID CIRCLES 


At 2nd level, a druid gains the Druid Circle feature. The 
following option is available to a druid, in addition to those 
offered in the Player's Handbook: the Circle of the Old Gods. 


CIRCLE OF THE OLD GODS 


Deep into the inaccessible valleys and primeval forests 
unbeknownst to the scholars and untouched by civilization, 
folks abide by the rules of untold evils. Cults to these eldritch 
entities thrive in places of twisted unnatural laws. When 
druidcraft is practiced under such influence, it is perverted 
and turned away from the service to balance and nature and 
instead becomes a travesty of bestiality and madness. Druids 
that join the circle of the Old Gods make pacts with those 
creatures from outside of existence. 

You have peered into the void and heard the colors. You 
went where no one should and touched the untouchable; you 
have done the unforgivable and tasted the forbidden powers. 
Others may believe you are demented, but you know the 
absolute truth: you are not mad and they are the fools. One 
day you will show them... Mwahahahahahahaaa!!! 


CIRCLE OF THE OLD GoDs FEATURES 
Druid Level Feature 


2nd Circle Spells, Mutated Shape 
6th Evil Cult 

10th Eldritch Recovery 

14th Eldritch Horror 


CIRCLE SPELLS 

Your pact with eldritch entities grants you access to certain 
spells. At 2nd level, you learn the mind sliver cantrip. It is a 
druid spell for you and it doesn't count against the maximum 
number of cantrips you know. 

At 3rd, 5th, 7th, and 9th level you gain access to the spells 
listed for that level in the Circle of the Old Gods Spells table. 
Once you gain access to one of these spells, you always have 
it prepared, and it doesn't count against the number of spells 
you can prepare each day. If you gain access to a spell that 
doesn't appear on the druid spell list, the spell is nonetheless 
a druid spell for you. 


CIRCLE OF THE OLD GODS SPELLS 
Druid Level Spell 


3rd crown of madnessP, Tasha's mind whip 


5th enemies abound, hunger of Hadar 


P summon aberration" 


P 


7th hallucinatory terrain 


9th contact other planeP, contagion 
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MUTATED SHAPE 

At 2nd level, your supernatural power of transformation is 
twisted by your pact with the Old Gods. You gain the ability to 
use Wild Shape on your turn as a bonus action, rather than 
as an action. 

When you use your Wild Shape feature to turn into a beast, 
you grow tendrils, tentacles, weird limbs, eyes, mouths, or 
other orifices, none of which being natural for such a 
creature. Alternatively, you turn into a parody of a beast that 
is beyond recognition, using the stat block of a beast that is a 
valid choice for your Wild Shape feature. Either way, while 
transformed in this fashion, you are considered an aberration 
instead of a beast. Its aberrant nature also gives your shape a 
perverse fortitude that increases its hit points by a number 
equal to your druid level 

Additionally, you can roll a number of d20 on the Wild 
Shape Mutation table up to your Wisdom modifier (minimum 
1) + your proficiency bonus, adding each benefit to the beast's 
stat block. The mutations are described after the Wild Shape 
Mutation table. 

Some of the benefits have abilities that force creatures to 
make a saving throw. The DC to succeed on those saving 
throws is equal to your spell save DC. 

Some other mutations provide your mutated shape with a 
natural weapon. The damage die for the natural weapon 
depends on the size of your mutated shape: 1d4 for tiny, 1d6 
for small, 1d8 for medium, 1d10 for large, and 1d12 for huge 
and gargantuan shapes. 

All wild shape mutations last until your Wild Shape ends. 
When it does, you must immediately make a Sanity check 
(see the Sanity Checks and Madness sidebar) against a DC 
equal to 5 + the number of times you chose to roll on the 
Wild Shape Mutation table. If you fail this Sanity check, you 
suffer from a short-term madness. 


SANITY CHECKS AND MADNESS 

Rules regarding the Sanity Score and Madness Effects can be 
found in the Dungeon Master's Guide. If your DM does not 
use the Sanity Score optional rule, Sanity checks are replaced 
with Wisdom checks. 
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WILD SHAPE MUTATION 
Roll Mutation 


Chitinous Appendages 
Dread Cornet 
Displacing Fur 
Exposed Brain 
Formless Protoplasm 
Gibbering Mouths 
Inky Miasma 
Leathery Wings 
Myriad of Eyes 
Rubbery Shell 

Sharp Fins 

Slimy Tentacle 
Spatial Shifting 
Sticky Spit 
Throbbing Tumor 
Translucent 
Unnatural Gills 


Venomous Sting 
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choose one of the above 
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roll again twice 


CHITINOUS APPENDAGES 


A pair of exoskeletal pincers sprout from your mutated shape. 


They can be used as natural weapons that deal bludgeoning 
damage, and their damage dice is calculated as if your 
mutated shape was 1 size larger (maximum 1d12). They are 
too crude to be used for any other purpose. 

If you have this mutation twice or more, the bludgeoning 
damage is calculated as if your mutated shape was 2 sizes 
larger (maximum 1d1 2). 


DREAD CORNET 


A tube-like protuberance grows from some part of your 
mutated shape. As an action, you can make it emit 
thunderous sound in a 15-foot cone. Creatures inside the 
cone must make a Constitution saving throw against your 
spell save DC. A creature that fails its saving throw suffers 
2d8 thunder damage, and half as much on a success. You can 
use this ability once for the duration of your wild shape 
transformation. 

You gain one more use of this ability for each additional 
instance of this mutation. 


DISPLACING FUR 


You gain the Avoidance trait of the Displacer BeastM. Once it 
is triggered, you lose the Avoidance trait for the remainder of 
your wild shape transformation. 

If you have this mutation twice or more, you also gain the 
Displacement trait of the Displacer Beas™. If that trait 
becomes disrupted for any reason, you lose it for the 
remainder of your wild shape transformation. 


EXPOSED BRAIN 


The skull of your mutated shape is cleaved and exposes the 
brain. You gain telepathy with a range of 60 feet. 

If you have this mutation twice or more, you gain the ability 
to cast the light? spell on your brain without verbal or 
material component. 


FORMLESS PROTOPLASM 


Your mutated shape takes a gooey consistence and can 
stretch and squash unnaturally. You can squeeze in any space 
that has a diameter of at least 4 inches. 

If you have this mutation twice or more, you can squeeze in 
any space that has a diameter of at least 1 inch. 


GIBBERING MOUTHS 


Mouths open and close randomly on your shape, gasping for 
air and chaotically uttering profanities, though you can make 
them stay silent if you want. As an action, you can make your 
gibbering mouths scream in discordant synchronicity. 
Creatures within 10 feet of you must make a Wisdom save 
against your spell save DC. A creature that fails its saving 
throw takes 2d8 psychic damage, and half as much on a 
success. You can only use this ability once per 
transformation. 

The range of this effect is increased by 5 feet for each 
additional instance of this mutation. 


INKY MIASMA 


As an action, you can produce a cloud of heavy miasma from 
one of the orifices of your mutated shape. A 20-foot-radius 
sphere of fog centered on your position spreads around 
corners, and its area is heavily obscured. It lasts for the 
duration of your transformation and cannot be dissipated by 
wind of any speed. You can use this ability only once per 
transformation. 

The radius of the sphere is increased by 10 feet for each 
additional instance of this mutation. 


LEATHERY WINGS 


Your mutated shape grows a pair of wings. You gain a flying 
speed of 20 feet. Your wings can also be used as a natural 
weapon that deals bludgeoning damage as if your mutated 
shape was 1 size smaller (a tiny shape with leather wings 
only inflicts 1d1 damage on a hit). 

If you already had a flying speed or if you have this 
mutation twice or more, you increase your flying speed by 10 
feet. However, that extra speed cannot be increased by 
further instances of this mutation. 


MYRIAD or EYES 


Multiple eyes glaring in every direction grow on your mutated 
shape. You gain advantage on Wisdom (Perception) checks 
that are dependent on vision. You also gain a darkvision with 
arange of 60 feet. 

If you already had darkvision or if you have this mutation 
twice or more, your darkvision range increases to 90 feet. 


RUBBERY SHELL 


A thick and supple carapace covers your mutated shape. Your 
AC is improved with natural armor by 1 point for each 
instance of this mutation. 
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SHARP FINS 


Rigid razor-sharp flaps of skin emerge from your mutated 
shape. You gain a swimming speed of 20 feet. Your fins can 
also be used as a natural weapon that deals slashing damage 
as if your mutated shape was 1 size smaller (a tiny shape with 
sharp fins only inflicts 1d1 damage on a hit). 

If you already had a swimming speed or if you have this 
mutation twice or more, you increase your swimming speed 
by 10 feet. However, that extra speed cannot be increased by 
further instances of this mutation. 


SLIMY TENTACLE 


Your mutated shape grows a pair of tentacles. You can use 
them as a natural weapon that deals bludgeoning damage, to 
initiate or maintain a grapple, or to pick-up or hold an object, 
which cannot be used to make weapon attacks. 

If you have this mutation twice or more, you have 
advantage on Strength (Athletics) checks made to initiate or 
maintain a grapple. 


SPATIAL SHIFTING 


Your mutated shape folds into dimensions that lie beyond the 
natural confines of the Material Plane. When you are in dim 
light, in darkness, or heavily obscured, you can teleport as a 
bonus action to a space within 20 feet that is in dim light, in 
darkness, or that is heavily obscured. You can use this ability 
only once per transformation. 

The range of the teleportation increases by 10 feet for each 
additional instance of this mutation. 


STICKY SPIT 


Your mutated mouth can spit a powerful stream of sticky and 
corrosive spit. It can be used as a natural ranged weapon that 
deals acid damage. It has a range of 15/30 feet. 

If you have this mutation twice or more, the range of the 
spit increases to 30/60 feet. 


THROBBING TUMOR 


Sickly protuberances grow on your body, giving you unnatural 
vitality. At the end of each of your turns, your mutated shape 
regains 1 hit point. If you are not missing any hit point, the 
maximum number of hit points of your mutated shape is 
increased by 1. 

If you have this mutation twice or more, you instead gain a 
number of hit points at the end of your turn equal to a roll of 
your mutated shape's hit dice. 

If your maximum number of hit points reaches the double 
of its normal value, your mutated shape immediately bursts, 
sending blood, gore and bones in every direction, instantly 
ending your transformation. Creatures within 20 feet of you 
must make a Dexterity saving throw. A creature that fails its 
saving throw takes 2d8 necrotic damage, and half as much on 
a success. The explosion deals an extra 1d8 necrotic damage 
for each additional instance of this mutation. 


TRANSLUCENT 


Your mutated shape takes a glass-like appearance. Every time 
you make a Dexterity (Stealth) ability check, you have 
advantage on the roll if you have not moved since the 
beginning of your last turn. 

If you have this mutation twice or more, you always have 
advantage on your Dexterity (Stealth) checks. 


UNNATURAL GILLS 


Unnatural gills form on both sides of your head or neck. Your 
mutated shape does not require air or water to breath. 

If you have this mutation twice or more, you gain immunity 
to gaseous poisons for the duration of the transformation. 


VENOMOUS STING 


A deformed chitinous sting sprout from your mutated shape. 
It can be used as a natural weapon that deals 1d1 piercing 
damage no matter the size of your shape, and 2d4 poison 
damage. The target must make a Constitution saving throw, 
taking the poison damage on a failed save, or half as much 
damage on a successful one. 

The potency of the poison increases by 1d4 damage for 
each additional instance of this mutation. 


EVIL CULT 
At 6th level, your servitude to the Old Gods has given you 
unnatural boons. You learn 2 Eldritch Invocation options of 
your choice from the warlock class. You cannot choose 
invocations that have a prerequisite. 

Additionally, when you gain a level in this class, you can 
choose one of the invocations you know and replace it with 
another invocation that you could learn. 


ELDRITCH RECOVERY 

At 10th level, you learn to fuel your forbidden spells with 
blood sacrifices. As a bonus action, you can touch the body of 
a creature that died since the beginning of your last turn to 
regain expended spell slots. The spell slots can have a 
combined level that is equal to or less than your Wisdom 
modifier. Immediately after you do so, you must make a 
Sanity check (see the Sanity Checks and Madness sidebar) 
with a DC equal to 5 + the combined level of the regained 
spell slots. If you fail the Sanity check, you suffer from a long- 
term madness. If you don't complete a long rest before using 
this feature again, the penalty on a failure is an indefinite 
madness, instead of a long-term one. 


ELDRITCH HORROR 

At 14th level, after all this exposition to unnatural powers, 
your own body starts to distort, to mutate. You are now 
considered an aberration and you choose a number of wild 
shape mutations that affect your regular body at all time 
equal to your Constitution modifier (minimum 1). You can 
choose the same mutation more than once to receive 
cumulative benefits. Every time you gain a level in this class, 
you can replace one of your permanent mutations with 
another mutation of your choice. 

Additionally, when you hit with a weapon attack, including 
attacks you make with natural weapons, and whether you are 
using your Wild Shape feature or not, you also inflict the 
target an amount of psychic damage equal to 1d4 for each 
short-term madness, 1d6 for each long-term madness, and 
1d8 for each indefinite madness that affect you. 


METAL ARMOR TABOO 

While most druids will refuse to wear armor or shield made of 
iron due to cultural reasons or due to their relation with feys, 
druids serving the old gods might hold different taboos or be 
required to make sacrifices to the ancient deities they serve. 
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